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INSTRUCTION BOOKLET 


WARNING: PLEASE CAREFULLY READ THE PRECAUTIONS BOOKLET INCLUDED 
WITH THIS PRODUCT BEFORE USING YOUR NINTENDO® HARDWARE SYSTEM, 
GAME PAK OR ACCESSORY. THIS BOOKLET CONTAINS IMPORTANT SAFETY 


INFORMATION. 


IMPORTANT SAFETY INFORMATION - READ THE FOLLOWING 
WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES 


AWWARNING - Seizures 


Some people (about 1 in 4000) may have seizures or black outs triggered by light flashes, such as while watching TV or 
playing video games, even if they have never had a seizure before. 


Anyone who has had a seizure, loss of awareness, or other symptom linked to an epileptic condition should consult a 
doctor before playing a video game. 


Parents should watch when their children play video games. Stop playing and consult a doctor if you or your child have 
any of the following symptoms: 

Convulsions Eye or muscle twitching Loss of awareness 

Altered vision Involuntary movements Disorientation 


To reduce the likelihood of a seizure when playing video games: 
1. Sit or stand as far from the screen as possible. 
2. Play video games on the smallest available television screen. 
3. Do not play if you are tired or need sleep. 
4. Play in a well-lit room. 
5. Take a 10 to 15 minute break every hour. 


AWARNING - Repetitive Motion Injuries 


Playing video games can make your muscles, joints or skin hurt after a few hours. Follow these instructions to avoid 
problems such as Tendonitis, Carpal Tunnel Syndrome or skin irritation: 
¢ Take a 10 to 15 minute break every hour, even if you don't think you need it. 
¢ If your hands, wrists or arms become tired or sore while playing, stop and 
rest them for several hours before playing again. 
* If you continue to have sore hands, wrists or arms during or after play, stop 
playing and see a doctor. 


. AWARNING - Batter Leakage 


Leakage of battery acid can cause personal injury as well as damage to your Game Boy. If battery leakage occurs, 
thoroughly wash the affected skin and clothes. Keep battery acid away from your eyes and mouth. Leaking batteries may 
make popping sounds. 
To avoid battery leakage: 
¢ Do not mix used and new batteries (replace all batteries at the same time). 
Do not mix alkaline and carbon zinc batteries. 
Do not mix different brands of batteries. 
Do not use nickel cadmium batteries. 
Do not leave used batteries in the Game Boy. When the batteries are losing their charge, the power light may 
become dim, the game sounds may become weak, or the display screen may be blank. When this happens, 
promptly replace all used batteries with new batteries. 
* Do not leave batteries in the Game Boy or accessory for long periods of non-use. 
* Do not leave the power switch on after the batteries have lost their charge. When you finish using the 
Game Boy, always slide the power switch OFF. 
* Do not recharge the batteries. 
¢ Do not put the batteries in backwards. Make sure that the positive (+) and negative (-) ends are facing in the 
correct directions. Insert the negative end first. When removing batteries, remove the positive end first. 
* Do not dispose of batteries in a fire. 


EE EE EEE — 


Mild Violence 


ESRB CONTENT RATING www.estb.org 


THIS PRODUCT HAS BEEN RATED BY THE ENTERTAINMENT 
SOFTWARE RATING BOARD. FOR INFORMATION ABOUT 
THE ESRB RATING, ORTO COMMENT ABOUT THE 
APPROPRIATENESS OFTHE RATING, PLEASE CONTACT 
THE ESRB AT 1-800-771-3772, OR VISIT 
WWW.ESRB.ORG 


LICENSED BY 


Nintendo 


NINTENDO, GAME BOY, GAME BOY ADVANCE 
ANDTHE OFFICIAL SEAL ARE TRADEMARKS OF 
NINTENDO. 


© 2001 NINTENDO. ALL RIGHTS RESERVED. 


Official 


Seal of Quality 


THIS OFFICIAL SEAL IS YOUR ASSURANCE THAT NINTENDO 
HAS APPROVED THE QUALITY OF THIS PRODUCT. ALWAYS 
LOOK FOR THIS SEAL WHEN BUYING GAMES AND 
ACCESSORIES TO ENSURE COMPLETE COMPATIBILITY. 
LICENSED BY SALE FOR USE ONLY WITH OTHER AUTHORIZED 
PRODUCTS BEARING THE OFFICIAL NINTENDO SEAL OF 
QUALITY. 


THIS GAME PAK WILL WORK ONLY WITH THE 
GAME BOY® ADVANCE VIDEO GAME SYSTEM. 
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L Button 


+ Control Pad 


Start 
Select 
IN-GAME 
+ Control Pad ............ Move 
A Button ..... Fire/Activate Gadget 
B Button 20%... 3— oe Action* 
R Button . . eyes Strafe/Target 
L Button . .Next Ammunition/Gadget 
Start ..... TaMe ee, S. ETS) 
Select .......7 Inventory/Objectives 


*Context-sensitive 


CONTROLS 


MENUS 

+ControlPad ............ Select 
A Button/Start . . . .Confirm Selection 
Seaton... Ee... Cancel/Back 


In-Game Controls 


Use the + Control Pad to run in eight directions. You can also slide along certain walls 
to avoid being detected by the enemy. Press the A Button to fire the Multi-Purpose 
Gun. Press the R Button to strafe while firing. When close to an enemy, use the Take- 
Down (see page 15) to neutralize the enemy using a stealth maneuver. 


You can toggle quickly between available ammo and Gadgets by pressing the L Button. 
Press the A Button to use the currently selected Gadget or fire the currently selected 
Ammunition. The B Button is context-sensitive to elements in the environment. When 
you can interact with an item, an icon appears in the lower right corner of the screen, 
indicating what action you can take. 


Press Select to access the Inventory. Press Start to access the Map. 


Menu Navigation 


Use the + Control Pad to make selections in a menu. Press the A Button to confirm your 
selection. Press the B Button to return to the previous menu. 


HEADS-UP DISPLAY 


The Heads-Up Display (HUD) will show you the most vital information related to your 
mission. 


Health Bar 


Ammunition/Gadget Icon 


This shows you which Ammunition or Gadget is currently in use. Depending upon 
which Ammunition or Gadget you are using, a secondary icon appears next to the 
Ammunition/Gadget icon. If the current item is Ammunition, the secondary icon shows 
an ammo counter. If the current item is a Gadget, the secondary icon can be a num- 
ber of related symbols. 


Context-Sensitive Icon 

, As you navigate through a location, you may pass a door, computer or other object 
with which you can interact. A Context-Sensitive Icon pops up, indicating that there is 
an object to be interacted with. The Context-Sensitive Icon shows what action you can 
take, such as an arrow pointing to a door, hinting that the nearby door can be opened. 


Health Bar 


You must keep an eye on the Health Bar to be sure you have enough stamina to last 
the duration of the mission. Once the Health Bar is empty, Ethan dies and the mission 
is a failure. 


Timer 


Certain objectives must be completed within a time limit. If the timer reaches 
00:00.00 before you complete the objective, the mission will be a failure. 


“Your mission, should you choose to accept it...” 


A maximum-security prison and an advanced weapons facility have been penetrated by 
separate enemy organizations. Impossible Mission Force intelligence indicates that 
somebody possesses the ability to unlock the highest security complexes in the world at 
will. Now, they are selling the keys to any espionage, terrorist or criminal organization 
that can pay their price. 


Uncover this shadow enemy, using your wits and weapons to investigate and eliminate 
any security breaches. This message will self-destruct in 5, 4, 3, 2... 


Cutscenes 


When you reach a key point in the mission, a Cutscene will give you 
important messages. This may occur near a Save Point. When this 
as happens, the action pauses for a moment.and you see the informa- 
* tion or messages. Other characters may also converse during the 
game and you will be able to listen in on their conversation. Press the 
‘% A Button to advance a Cutscene. Press Start to skip it. 


MISSION INFORMATION 
Briefing 


Once you've selected a mission and you’re ready to play, you receive a Mission 
Briefing. The Mission Briefing consists of location images with text describing the 
mission objectives. Press the A Button to advance a Briefing. Press Start to skip it. 


Swanbeck: Good day Mr. Hunt. IMF sources have 
discovered a serious breach in world security 
and IMF facilities. A recent break in a one oF 
our top security Facilities indicates 

perpetrators are using a highly sophisticated 
technology. 


————oooooooOoOEOEeEEeEEEOeeee 
THE MULTI-PURPOSE GUN 


The Multi-Purpose Gun is a top-of-the-line, modular firearm that has several functions 
which change depending on the type of ammo loaded. During exploration, toggle 
through the different ammo types using the.L Button. The HUD displays an icon indi- 
cating the selected ammo type and the number of rounds remaining. 


Firing 
e You can fire in the direction you are facing by pressing the A Button and moving with 
the + Control Pad. 


e Strafing is useful when you need to simultaneously avoid and return enemy fire. With 
your Multi-Purpose Gun equipped, hold the R Button to lock your gun in the direction 
you are currently facing. You can then move in any direction while keeping your gun 
pointed in the locked direction. 


e If you have the Sniper ammo or Grenades equipped, holding the R Button will bring 


up the crosshair. Move the crosshair with the + Control Pad. The crosshair will turn red 
when positioned on an enemy. 
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AMMO 


The Multi-Purpose Gun uses seven types of ammo: two Pistol, two Assault Rifle, two 
Grenade and one Sniper. Enemy weapons carry ammo that you can use in the Multi- 
Purpose Gun. The available ammo types are listed on the following pages. 


Sniper Rifle Ammo 


Sniper Rifle: This ammo is a very powerful 7.62mm cartridge. The Sniper ammo 
improves accuracy and stealth at the expense of fire rate (one shot every two seconds). 


Damage: ce High 
Rate of Fire ...... 1 per 2 seconds 
Woise. 3. jib im: Loud 
Specks se ak None 
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Pistal Ammo 


.45 Handgun (Silenced): This ammunition is used by the Special Forces for covert 
operations. The silencer reduces muzzle velocity, but the larger caliber bullet gives it 
quite a punch. 


Stun Pistol: These custom-built aerosol cartridges contain an advanced neuro-paralytic 
compound developed by the Impossible Mission Force. Upon contact with the skin, the 
victim is rendered unconscious immediately. Additionally, the drug causes short-term 
amnesia, preventing the victim from remembering he was even attacked. 


Damage......... None 


Noise™2 4.25... 224 Soft 


lc 
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Assault Rifle Ammo 


Submachine Gun: The design for this German-made ammunition is over twenty years 
old, but it is still the best made. This version packs quite a punch for its lightweight 
configuration. The Multi-Purpose Gun can fire 800 Submachine Gun rounds per minute. 


Damage ......... Medium 

Rate of Fire ...... 800 per minute 
moise//’. 3... oe Very loud 
Specl@f:i.; cae Fully automatic 


Carbine Assault Rifle: This ammunition is the type used in the M16A2 Assault Rifle. 
The rounds are NATO standard 5.56mm rounds. The Multi-Purpose Gun allows full 
automatic fire of this ammunition. 


Damage......... Medium 

Rate of Fire ...... 3 per second 
Noise ......... Very loud 
Special » maar. _. .Fully automatic 
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Grenades 


Fragmentation Grenade: The Fragmentation Grenade is designed to explode and produce 
shrapnel, inflicting lethal damage on anyone within the blast radius. Helmets and body 
armor are effective against this grenade. 


Damage ......... High 

Rate of Fire ...... 1 per 3 seconds 
mm Noisé’.......... Very loud 

Spepieh.<....:c aoa Area effect 


M50A1 Gas Grenade: This grenade was developed specially for the Impossible Mission Force. 
It contains a neuro-paralytic similar to the Stun Pistol. The gas renders all unprotected 
people in the blast area unconscious almost instantly. A simple gas mask can protect a 
person from the effects. 


Damage ......... None 
Rate of Fire... .... 1 per 10 seconds 
Noise. 2.355. atte Loud 
Special .........Renders all unprotected people in the blast 


_ area unconscious. 


MELEE COMBAT 
| Take-Down 


The Take-Down allows you to come up behind an enemy target and take the subject 
out with one clean and quiet move. This allows you to bypass a number of security 
points while avoiding detection. 


To execute a successful Take-Down, run up behind an enemy without being detected. 
When the Take-Down icon appears in the bottom right of the screen, press the B 
Button. You will attempt to grab the enemy from behind. If you’ve lined up correctly at 
this point, the Take-Down is successful. 


GADGETS 


No IMF agent should leave home without one. Gadgets assist you in overcoming all man- 
ner of security systems. 


To use a Gadget, select it by pressing the L Button. When you've selected the required 
Gadget, press the A Button to activate. 


Active Gadgets 
Scanner 


The Scanner is a critical piece of infiltration equipment. When 

active, the Scanner automatically monitors the screen area and 

warns you of a nearby electronic device. When the scanner detects 
nothing, the light next to it is green. When an electronic device is 
detected, the light turns red and a warning sounds. Once warned, if you don’t stop 


quickly, you risk tripping an alarm. The Scanner detects hidden electronic devices, 
regardless of whether the device is radiating, hard-wired, or even turned on. 


Jammer 

The Jammer is a Subversive tool that allows you to disable a 
location’s security measures. The Jammer combines an alarm jam, 
fuse bypass and communication scrambler. 


_ Using the Jammer 
The Jammer prevents an alarm sensor from activating. To use the Jammer, first detect 


. the device to jam with the Scanner. Then stand near the device to be jammed, acti- 

vate the jammer, and wait for the indicator light to change from red to green. Once the 

Jammer has been successfully used, the Scanner no tonger registers the deactivated 
device. 


Health Pack 
Health Packs can be found in places like a medical room. A Health 
Pack will restore one quarter of the health bar. 
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Tracker 


You can use the Tracker to track where an object or individual is. You 

have one tracking pin per mission. To place the pin, select the 

Tracker and hold the R Button to bring up the crosshair. The 
crosshair can be aimed at any part of the screen but can only used 
on certain characters or objects. The crosshair will turn red when you have targeted an 
object upon which the pin can be placed. Press the A Button to place the pin. Once the 
pin is placed, a locator in the HUD shows in which direction the pin is. You may decide 
to stop using the Tracker to use either another Gadget or Ammunition. When you return 
to using the Tracker, the device updates the current location of the tracked pin. 


Stichy 


The Sticky is a bomb that can be placed on any surface, including 
enemies. To use a Sticky, select it from the inventory and hold the 
R Button to bring up the crosshair. Aim the crosshair at any part of 
the screen, then press the A Button to place the Sticky. Press the 

A Button a second time to detonate. Stickies have a very small effective area, and must 
be applied near the target. Detonation causes damage in the blast area. 
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Disguise 

A Disguise is often acquired from another character during the 
course of a mission. You can conceal yourself as another character 
with a Disguise. When using a Disguise in the correct place, you 
can bypass certain types of Security. Be sure not to raise anybody’s 
suspicion by your weapon or a Gadget while in disguise. 


Passive Ladgets 
These Gadgets are used automatically and are assigned at the beginning of a mission. 


Transceiver 

This allows you to receive and transmit Various forms of data. You can 
tap into a system to record image and audio data for transmission 
later. The Transceiver is automatically activated whenever you are 
close to a character, object or other item with which it can be used. 


By activating the Transceiver within range of an electronic communication device, 
Luther can lock on to the device and tap all communication traffic going through 
the device. The Transceiver can also lock on to nearby radio and cell phone communications. 
After lock-on, the Transceiver sends and receives information. The signal interceptor 
works on these objects: cell phone, radio, communication junction box, video cam- 
era, intercom, phone and walkie-talkie. 
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You can also use the Transceiver to record any live voice data being communicated in 
the screen area. You can play back this data to fool an enemy or security system. 
Again, when data or a voice is played back, it is done automatically. 


Code Card 


The Code Card enables you to replicate and reuse secure code 
information. The Code Card combines a programmable card key 
with a memory card. 


Card Key — 

When a find a card key on a dead or unconscious target, or just lying around on a 

desk, you can copy the information from the card key to the Code Card. The informa- 

tion is stored for later use to open a door or locked system. The programmable Code ! 
Card can read and store an unlimited number of card keys. 


Data 
The Code Card can also copy vital data that may be required to complete a mission 
objective. Such information may require entry into another system. When the copying 


process takes place, an icon Sry in the HUD that shows you that data is being 
copied. 
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Inner Ear Communicator 


An essential piece of equipment, the Inner Ear Communicator 
allows you to receive information from Luther or another remote 
operative. These communications will give you up-to-the-minute 
information regarding the mission at hand. 


ENEMIES 


Narmal Guard 


_ Normal Guards are standard-issue security and often used for sentry or patrol 
il purposes. As you progress through missions, Normal Guards become more difficult 

1s to overcome, especially in greater numbers. Normal Guards are armed with 

; © © rifles only. Although Normal Guards are often found in limited numbers, they do 
have the power to request support from their comrades. If you're not careful, 
you could find yourself quickly surrounded by Normal Guards. The sentry varia- 

tion of the Normal Guard is mostly stationary and doesn’t stray far from his original 

position. The patrol variation follows a path around a location, sometimes a large area, 

and pursues a target further than a sentry. 
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Elite Guard 
Elite Guards are Special Forces, used as defense or attack teams. Elite Guards 
“appear in response to a major alarm or other security breach. Elite Guards are 
+ much harder to overcome than Normal Guards. They have access to a combination | 
“of weapons and are faster than Normal Guards. The defense Elite Guard rushes, 
* in to protect a vital location, object or character, and doesn’t stray far from the 
element they are protecting. The attack Elite Guard rushes in and pursues 
targets over a wide area. 


Dogs 
. Dogs are either companions to Normal Guards or free-roaming in a set area. 
et Dogs bite and are very vicious. Rabid dogs are less predictable and have a 
iket lethal bite. Combat dogs are well- trained, intelligent and pack a mean bite. 
i] 
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OBSTACLES 


Throughout the game you must negotiate various obstacles. You must look for clues as 
to the whereabouts of some obstacles, and there may be occasions when you cannot 
see them and must use the Scanner to detect them. 


Alarms 


There are several types of detection devices that a security system uses to raise an 
alarm. Each device can be overcome, but only through due diligence and use of the 
correct tools. Often you'll find that dealing with an alarm may not be difficult, but the 
time it takes to disable can cause anxiety. In some cases you may want to trip an 
alarm to bring enemies into an area you have booby-trapped. In some cases, tripping 
an alarm completely blows the chances of a successful mission. 


Pressure Pad 
The Pressure Pad cannot be seen or avoided. You must disable Pressure Pads. 


IO Verification Chokepaoints 


Some locations require a specific Disguise for access. It is not possible to disable these. 
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Surveillance Cameras 


Surveillance cameras can be disabled by using the Jammer. 
Locked Ooors 


Quite often, you discover a high-security locked door that requires something partic- 
ular to open it. 


Lock/Key 
You may need to locate a key or key card in a container, Such as a desk drawer or on 
an enemy’s person. 


Gadget Needed 
Some doors may require image recognition to open successfully. In such situations, 
you need to use a Gadget, such as a Disguise. 


Trick Enemies to Open 
You may be able to trick an enemy into opening a door by using a Disguise. 


cl 
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SAVE POINTS 


You must complete a mission objective in order to save. You are prompted to save or 
continue without saving. The game saves data about your Ammunition, Gadgets, 
Items, etc. The environment data, such as enemies overcome, map area explored, etc. 
is also saved. There are three game save slots, allowing you to save three different posi- 
tions. 


INVENTORT/OBJECTIVES 


» You can access the Inventory/Objectives Screen by pressing Select. This screen is split 


re 


into two areas: The Inventory, which shows items collected such as Gadgets and 
ammunition, and Objectives, which shows completed and pending objectives required 
to complete your mission. Switch between the sections by pressing Left or Right on 
the + Control Pad. 


In the Inventory section, you can cycle through the objects by pressing Up and Down 
on the + Control Pad. When you're looking at an object in detail, you see a full descrip- 
tion of the object and a larger image of the object. Press the A Button to scroll down if 
the description text extends beyond the screen. You do not need to access the 
Inventory to use objects like ammo, Gadgets and Items; these are dealt with in-game. 


In the Objectives section, you are given a list of goals for the current mission. 


| eS 


MAP 


You can access the Map by pressing Start. The Map shows you the level currently 
being explored. You’ll see the room that you are in, any other rooms that you have 
already explored, and a highlighted room to indicate your objective location. 


1. Unexplored areas are not displayed. 

2. Explored areas are displayed in gray. 

3. Current room location is displayed in bright green. 
4. Objective locations are displayed in bright red. 


As you progress through the game, you’ll learn that some areas of the game can only 
be reached by carefully examining the map to find secret or hidden entrances to those 
rooms. 


You can scroll around the map using the + Control Pad. 
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HINTS ANU TIPS 


1. Don’t forget to use your Scanner frequently, as it will help you detect security 
devices. The Scanner will flash red when you are in range to deactivate a device. 


2. Remember to disable security devices by first using the Scanner (even if you can 
already see it the device). Once you see the Scanner flash red, immediately use the 
Jammer to completely disable the device. 


3. Devices will take a few seconds to disrupt and disable when using the Jammer. 
Make sure you use it long enough to affect the device. You will see the Jammer button 
change color from red to green when it has successfully disabled a device. 


4. |f you get lost, look at the Map by pressing START. On most levels, it will tell you 
where you are and where you need to go. 


5. Use your ammunition wisely. Do stealth Take-Downs whenever possible. 


6. When in disguise, if you attack an enemy and another enemy witnesses this, your 


- cover is blown and the Disguise will be temporarily lost. 
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ATARI WEB SITES 


To get the most out of your new game, visit us at: 


http://www.us.atari.com 


To send e-cards to your friends, download wallpapers, or get access to other free stuff, 
visit our Freebies section at: 


www.us.atari.com/freebies 


If you would like to chat with other gamers, as well as developers, visit our Community 
Forum area at: 


www. ataricommunity.com 
Kids, check with your parent or guardian before visiting any web site. 


Chat Messages: Atari does not monitor, control, endorse, or accept responsibility for the 
content of chat messages. You are strongly encouraged not to give out identity or other 
personal information through chat message transmissions. Kids, check with your parent 
or guardian if you are concerned about any chat you receive. 


Use of Atari web sites is subject to terms and conditions, which you can access at: 


32 www.us.atari.com/terms_of_service.asp 
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TEGHNIGAL SUPPORT (U.S. & Canada) 


Help Via the Internet 


Up-to-the-minute technical information about Atari products is generally available 24 
hours a day, 7 days a week via the Internet at: 


http://www. atarisupport.com 


Through this site you’ll have access to our FAQ (Frequently Asked Questions) docu- 
ments, our Hints/Cheat Codes if they’re available, and an E-Mail area where you can 
get help and ask questions if you do not find your answers within the FAQ. 


Note: In the event we must send you a Hint Sheet, FAQ document, patch or update 


_ disc via E-mail, we may require verifiable consent from a parent or guardian in order to 


protect children’s privacy and safety online. Consent Forms are available at the web 
site listed above. 
Help Via Telephone in the United States & Canada 


For phone assistance, call Atari Technical Support at (425) 951-7106. Our Interactive 
Voice Response system is generally available 24/7, providing automated support solu- 
tions immediately. 
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This console-based product has automated support, which includes information such 
as gameplay tips, information on Control Keys, possible Cheat Code combination keys, 
and instructions for finding secret screens and/or additional game levels (if these type 
of items exist and are made available for this particular product). 


Great News! We've improved our Automated Systems so that you can get product-spe- 
cific Troubleshooting help: more quickly. All you need to dois enter the product's Part 
# when prompted to do’so. This will take you directly to all of our known issues and 
solutions for this title. The product’s Part # is located in several places (on the CD 
label, Game Pak, package and/or plastic disc case, if applicable) and is usually identi- 
fied by a number such as 04-12345. When prompted by the Automated System, enter 
the last five digits of your product’s Part #. (For example, Part # 04-12345 would 
require that you enter the “12345” portion of the number for that product.) 

Note: Some products simply feature a five-digit Part # without an “O4-” prefix. 

Live support is generally available Monday through Friday, 8:00 AM until 6:00 PM 
(Pacific Time). Note: We may be closed on major holidays. 
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Product Return Procedures in the United States & Canada 


In the event our technicians at (425) 951-7106 determine that you need to forward 
materials directly to us, please include a brief letter explaining what is enclosed and 
why. Make sure you include the Return Merchandise Authorization Number (RMA#) 
supplied to you by the technician, and your telephone number in case we need to call 
you. You will receive the mailing address when the technician gives you the RMA#. 
Any materials not containing this RMA# will be returned to you unprocessed. 


Warranty Policy in the United States & Canada 


If our technicians determine that the product storage medium is found to be defective 
within ninety (90) days of original purchase, (unless otherwise provided by applicable 
law), Atari will replace the item free of charge, to the original purchaser, if the item is 


accompanied by the original dated receipt and packaging. 
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ENOU-USER LIGENSE AGREEMENT 


IMPORTANT — READ CAREFULLY: Please be sure to carefully read and understand all of the rights and 
restrictions described in this End-User License Agreement (“EULA”). 


AGREEMENT 


This document is an agreement between you and Atari, Inc. and its affiliated companies (“Company”). The 
enclosed software game disc(s), cartridge or Game Pak (“Software”) and any accompanying printed materials 
are licensed to you only on the condition that you accept all of the terms contained in this EULA. 


By opening this package and installing or otherwise using the Software you agree to be bound by the terms of 
this EULA. If you do not agree to the terms of this EULA you may not install or use the Software and within 15 
days of purchase you must call the Tech Support telephone number listed in the manual accompanying the 
Software (the “Manual”). Select the Automated Phone System's Main Menu option for Consumer Services and 
follow the prompts. 


You will be given a Return Merchandise Authorization number (RMA #) by the technician. You then have 15 days 
from the date of this contact to return the Software in its protective covering, the Manual and the original sales 
invoice to the address supplied to you. 


If this is a PC product, when you install the Software you will be asked to review and either accept or not accept 
the terms of the EULA by clicking the “I Accept” button. By clicking the “I Accept” button you acknowledge that 
you have read the EULA, understand it and agree to be bound by its terms and conditions. 
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COPYRIGHT 


The Software is protected by copyright laws and international copyright treaties, as well as other intellectual prop- 
erty laws and treaties. All title and copyrights in and to the Software (including but not limited to any images, 
photographs, animations, video, music, text and “applets” incorporated into the Software) and any printed mate- 
rials accompanying the Software are owned by the Company or its Licensors. 


GRANT OF LICENSE 
The Software is licensed and not sold to you and its use is subject to this EULA. The Company grants you a limited, 


personal, non-exclusive license to use the Software in the manner described in the user documentation. 
The Company reserves all rights not expressly granted to you in this EULA. 


PERMITTED USES 


1. 1. If the Software is configured for loading on a hard drive, you may install and use the Software on a single 
computer. 


2. You may make and maintain one copy of the Software for backup and archival purposes, provided that the 
original and copy of the Software are kept in your possession. 


3. You may permanently transfer all your rights under this EULA, provided you retain no copies, you transfer all 
of the Software (including all component parts, the media and printed materials and any upgrades) and the 
recipient reads and accepts this EULA. 
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RESTRICTIONS 

1. 1. You may not delete or obscure any copyright, trademark or other proprietary notice on the Software or 
accompanying printed materials. 

2. You may not decompile, modify, reverse engineer, disassemble or otherwise reproduce the Software. 

3. You may not copy, rent, lease, sublicense, distribute, publicly display the Software, create derivative works 
based on the Software (except to the extent expressly permitted in the Editor and End-User Variation section of 


this Agreement or other documentation accompanying the Software) or otherwise commercially exploit the 
Software. 


4. You may not electronically transmit the Software from one computer, console or other platform to another or 
over a network. 


5. You may not use any backup or archival copy of the Software for any purpose other than to replace the original 
copy in the event it's destroyed or becomes defective. 


EDITOR AND END-USER VARIATIONS 


If the Software includes a feature that allows you to modify the Software or to construct new variations (an 
“Editor”), you may use such Editor to create modifications or enhancements to the Software, including the con- 
struction of new levels (collectively the “Variations”), subject to the following restrictions. Your Variations: (i) 
must only work with the full, registered copy of the Software; (ii) must not contain modifications to any executable 
file; (iii) must not contain any libelous, defamatory or other illegal material, material that is scandalous or invades 
the rights of privacy or publicity of any third party; (iv) must not contain any trademarks, copyright-protected work 
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or other property of third parties; and (v) may not be commercially exploited by you, including but not limited to 
making such Variations available for sale or as part of a pay-per-play or timesharing service. 


TERMINATION 


This EULA is effective until terminated. You may terminate this EULA at any time by destroying the Software. This 
EULA will terminate automatically without notice from the Company if you fail to comply with any provisions of 
this EULA. All provisions of this EULA as to warranties, limitation of liability, remedies and damages will survive 
termination. 


LIMITED WARRANTY AND DISCLAIMER OF WARRANTIES 


You are aware and agree that use of the Software and the media on which is recorded is at your sole risk. The 
Software and media are supplied “AS IS.” Unless otherwise provided by applicable law, the Company warrants 
to the original purchaser of this product that the Software storage medium will be free from defects in materials 
and workmanship under normal use for ninety (90) days from the date of purchase. The warranty is void if the 
defect has arisen through accident, abuse, neglect or misapplication. If the Software fails to conform to this 
warranty, you may at your sole and exclusive remedy, obtain a replacement free of charge if you return the 
defective Software. Follow the Product Return Procedures described in the Manual. The Company does not 
warrant that the Software or its operations or functions will meet your requirements, or that the use of the Software 
will be without interruption or error. 


TO THE FULLEST EXTENT PERMISSIBLE UNDER APPLICABLE LAW, EXCEPT FOR THE EXPRESS 
WARRANTY SET FORTH ABOVE, THE COMPANY DISCLAIMS ALL WARRANTIES, EXPRESS OR 
IMPLIED, INCLUDING AND WITHOUT LIMITATION, THE IMPLIED WARRANTIES OF MER- 
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CHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE AND NON-INFRINGEMENT. 
EXCEPT FOR THE EXPRESS WARRANTY SET FORTH ABOVE, THE COMPANY DOES NOT WARRANT, 
GUARANTEE OR MAKE ANY REPRESENTATION REGARDING THE USE OR THE RESULTS OF THE 
USE OF THE SOFTWARE IN TERMS OF ITS CORRECTNESS, ACCURACY, RELIABILITY, 
CURRENTNESS OR OTHERWISE. SOME JURISDICTIONS DO NOT ALLOW THE EXCLUSION OF 
OR LIMITATIONS ON IMPLIED WARRANTIES, SO THE ABOVE EXCLUSIONS AND LIMITATIONS 
MAY NOT APPLY TO YOU. 


LIMITATION OF LIABILITY 


IN NO EVENT WILL THE COMPANY OR ITS EMPLOYEES OR LICENSORS BE LIABLE FOR ANY 
INCIDENTAL, INDIRECT, SPECIAL, CONSEQUENTIAL OR PUNITIVE DAMAGES, OR ANY DAM- 
AGES WHATSOEVER (INCLUDING, WITHOUT LIMITATION, DAMAGES FOR INJURY TO PERSON 
OR PROPERTY, FOR LOSS OF PROFITS, BUSINESS INTERRUPTION, LOSS OF BUSINESS 
INFORMATION, LOSS OF PRIVACY, FAILURE TO MEET ANY DUTY AND NEGLIGENCE) ARISING 
OUT OF OR IN ANY WAY RELATED TO THE USE OR INABILITY TO USE THE SOFTWARE, EVEN 
IF THE COMPANY OR AN AUTHORIZED REPRESENTATIVE OF THE COMPANY HAS BEEN 
ADVISED OF THE POSSIBILITY OF SUCH DAMAGES. SOME JURISDICTIONS DO NOT ALLOW 
THE EXCLUSION OF LIABILITY FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE 
ABOVE EXCLUSION MAY NOT APPLY TO YOU. 


IN NO EVENT WILL THE LIABILITY OF THE COMPANY FOR DAMAGES WITH RESPECT TO THE 
SOFTWARE EXCEED THE AMOUNTS ACTUALLY PAID BY YOU FOR THE SOFTWARE. 


LO 


CHOICE OF LAW AND VENUE 


This EULA is governed by the laws of the United States of America and the State of New York, exclusive of its 
conflicts of law provisions. The exclusive venue for litigation regarding or arising from this EULA is New York 
County, New York and you agree to submit to the Jurisdiction of the courts of New York County, New York for 
any such litigation. 

MISCELLANEOUS 


If any provision or portion of this EULA is found to be unlawful, void, or for any reason unenforceable, it will be 
severed from and in no way affect the validity or enforceability of the remaining provisions of the EULA. 


This EULA constitutes the entire agreement between you and the Company regarding the Software and its use. 
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It's as simple as 1, 2, 3! 


1. Go to www.gameregister.com 
2. Enter your game’s info 
3. Select a great offer 


Receive exclusive game-related info and other special offers by registering online today! 
That's it. 


Atari will not contact you without your express permission and does not sell or share registration 
information. For more information about our privacy policy, go to 
http://www.us.atari.com/privacy_policy.asp 


Part# 23874JCB 


Atari, Inc. 
417 Fifth Avenue a 
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